












This notebook chronicles 
my quest to save the Last Dragon. 

The journey was dangerous and long, yet I met 
many good people, and the memories Will finger. 
I love Simbala as if it were my home. 

yet evil persists there. I fear that 
someday I will have to leave fFandora 
and journey there once again. 

Terhaps this notebook 
will be of value then. 



cAmseC 


9\(gtes on tfie Journey toSitnbala—b 



o commence Dragonvvorld 

See insot for (boding instructions. 


Learning of New Features 

Before anything ehe, enter NEWDATA. This wilt aSaw one to see 
descriptions of any features in Draqonwqrld which were 
changaf after this notebook was written. 

Selecting the Alcaics af Foflcntrim) the Quest 

1. Enter KEYBOARD in order to use the keyboard. [Ja joystick is also 
available, enter JOYSTICK. No sefeetion wifif cause the program to 
select the keyboard’ automatically. 

At any point in the game, enter KEYBOARD or JOYSTICK to change 
from one means to the other. 

2. Choose whether or not graphic images of the quest arc desired 

if no selection is made, pictures will he provided automatically. Enter 
PIGURESOFF if only text is desired, or PIC1TJRES0N if pictures 
should appear along with the text. 

This feature may be changed at any time during the quest. 





efore you Bc^itt tfie Quest 

it is now time to begin Dbagonworlu , Consult tfte/offow- 
ing pages on "The Language ofSimbafa” Afcojour special 


commands fire important ns you embark on your journey. 


The first command: CREATE 

Lise the CREATE command to create a Save Disk. Jj danger appears 
imminent, the .Save Disk wift Let you ''restore" to that point in your 
quest ifvou fiave previousfy saved it onto tfte Save Disk (see "Serve"), 

To create your Save Disk: 

1. Fmter CREATE and press RETURN. Follow ail instructions on tfte 
screen. 

Beware; Tfte program will erase any contents of a disk Being format¬ 
ted as a Save Disk, 

2. When tfte disk drive ligfu goes off, the Save Disk sfiould Be removed, 
and the game disk re-itiserted Tfie mission am continue. 


Tfie second command: SAVE 

Use this command to save points in the quest to which there may Be a 

need to return. 

1, Enter SAVE and press Return, lb flow ins tnict ions on the screen, 

2. defect tfie number of the neort avaifaht position, or rename a position 
that was used earlier. Name the present point in the quest (up to ten 
characters) . Then remove the Saw Disk, re-insert the game disk ami 
resume the quest. 



The third command: RESTORE 

Use this amunand to return to a point in the quest previously saved. 

First, wfim an urfinished quest is to 6c resumed; 

1. Load the. propram as usuaf and enter RESTORE, Foffovv the instruc¬ 
tions on the screen, 

Z. Select a quest point from- the Cist. The program, wid mow. to that, 
point, and the quest may he resumed jrom there. 

Second in the event of a fatal accident; 

1, The computer will ask: DO YOU WANT TO PLAY AGAIN? 
Yor N? 

Z. Press X which will automatically restart the game. 

3. Enter RESTORE amt follow the same directions as above. 


The fourth command: RESTART 

Enter RESTART at any time to return to the beginning of the game . 



‘The Jdanguage ofSimBala-3 


usioms of tfte Lamjiuuje 

Sketch white, in Simb cda should comist of succinct, precise 

_ {commands. Aver b (FEED, SEARCH, TAKE) should'dways 

start the command; and a noun, whether a person, a place, or a thing 
(HAWKWIND, BAZAAR, SWORD), sfiouddfollow the verb. The word 
THE may be used before a noun (TAKE THE SWORD). 


Multiple, nouns associated' with the same verb shoufcf be separated 
from each other by means of a comma or and, such as: 



TAKE THE AXE AND TI1E SWORD. 

TAKE THE AXE, THE SWORD, AND THE BOX. 
TAKE AXE, SWORD, AND BOX 
TAKE AXE, SWORD, BOX 

ft is not necessary to end a command with a period. 




Several separate actions may be included in one ecnrimaud, but actions 

must be separated by the ward THEN. For emmpte; ■ 

TAKE THE BOOK THEN READ THE BOOK 

TAKE THE BOOK THEN OPEN THE BOOK THEN READ THE BOOK 

OPEN THE BOX AND THE POUCH THEN CLOSE THE DOOR 


TAKE ALL wtfif result in ail art ides being taken. Instructions should be 
specific and logical. II1T THE NAIL may die it the response WITH 
WHAT? Complete the command: HIT THE NAIL WITH THE HAMMER. 

M 

Be aware that instructions for cemipfimted tasks should be entered in. a 
logical order. For instance, one cannot set sail in a boat witfimtt tfie 
command UNTIE ROPE. Likewise, if one enters UNTIE BOAT before 
ENTER BOAT, the boat will certainly drift away, leaving the. traveler 
on the shore. Also, if it is necessary to BOARD THE RAFT 1 , be sure to 
GET OFF RAFF before trying to explore new surromidings. 



*Vl.,'v- ... 
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Commands should not be over two typed fines in length. If longer com¬ 
mands are needed, separate commaiuis into logical sequence andpress 
RETURN between tftetrd :■! 









£ 


rrant Speech 

Commands that make no seme in Simfiafa- if they appear 
impossifife, ifthey empfcy objects not at hand, if terms are 
foreign or of another (and-wili eficit a response advising the adven¬ 
turer to thinh again. Upon such a response, a different phrase should 
fie tried. 


attversintj with Frieiufe and Strangers 

To speah to another person or creature in Dragon world, 
_ simply enter TALK TO {name) or ASK (name); as in 

TALK TO ALYN 
ASKALYN. 

if a person or creature speaks, respond to them by entering the remark 
as any other command woufrf fie entered: SAY NO. It is not necessary 
to add quotation marts ("NO") 

A new acquaintance might have information that would fie of value, 
and might ask 'What do you want to know?” Answer with a statement 
that Begins with ASK (name) ABOUT. Name the topic of choice. 

Finally, when the help of Hawkwind is needed, enter ASK HAWKW1ND 
or TALK TO (LA\V KAVfND. 


~PFj] ephnisftiruj Funds 

K There wifif also appear, with the fist of possess ions, a taffy of 
^H the money remaining to fie spent. If funds are depleted, con¬ 


sider visiting the Gaming House in the Bazaar, where the game of 
Dragonstones (diescrified in the section named ACTi ON) may fie 
played for tafimas, the coin of the reafm. The games may fie played as 
often and for as long as desired. 





nvcstigating the Surroumtirujs 

Move about inbimfiala by etiteriry directions as Juff seutenxes 
(GO NORTH f GO DOWN), specific directions (SOUTH), or 
abbreviations (SW f NP T W, 1:, and so jorth), UP and DOWN may be 
abbreviated U ami D, respectively. 

Should the surroundings weed to be explored, enter SURR or LOOK (L). A 
description of the environment will appear. For further detail about any 
given tan, enter EXAMINE (name of item) or INSPECT (name of item). 

Keep at hand the implements for map-making, in case there is risk of 
Losing the way. 



ossessions 

To obtain a complete fist ^possessions-money, weapons, 
provisions-enter INVENTORY (I). .Study the fist and inspect 
unjamifiar possessions cfcseiy. For a description of any chosen item, 
enter INSPECT (item) or EXAMINE (item) as above. 



fte Dragjonpeart aruf Otfter Speciaf Powers 

Five times in the course of a guest -and only five times - the 
Dragonpearf may be invoked*. This Dragonpearf is a magnifi¬ 
cent opalescent stone which contains the memories and* perceptions of 
the Last Dragon and those that came before him. The holder of the 
Dragonpearf possesses great power, Use this power wisely. Enter DP 
when the aid of the Dragonpearf is sought. The quest will be resumed 
in a different, safer place. 

Also , seek Havvkvviud at his home early in the quest; his counsef wid 
be invaluable. 
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VERBS 

Coilea 

Fix 

Laugh 

Repay 

Swing 

Add 

Comfort 

Flag 

Launch 

Rescue 

Take 

Agree 

Console 

Flame 

Leap 

Return 

Idik 

Aid 

Construct 

Flee 

Leave 

Reverse 

Tdste 

Answer 

Consult 

rfy 

La 

Ride 

Ted 

Apply 

Continue 

Fold 

Light 

Ring 

Thank 

Argue 

Cook 

Follow 

Like 

Rope 

Thraw 

Ascend 

Count 

Free 

Loan 

Row 

Threaten 

Ask 

Crawl 

Gather 

Look (L) 

Rub 

Tie 

^5ure 

Cut 

Get 

Love 

Sail 

Topple 

Attach 

Decipher 

Give 

Lower 

Say 

loss 

Bosh 

Descend 

Go 

Make 

Scramble 

loach 

Be 

Destroy 

Greet 

Mount 

See 

Fry 

Bend 

Dig 

Guard 

Move 

Send 

lUm 

Ride 

Disemfkrfe 

Hack 

Offer 

Set 

L (tiftistcn 

Bite 

Dismount 

Hang 

Open 

Shatter 

Unfold 

Blow 

Dive 

Help 

Order 

Shout 

Unfurl 

BckojtT 

Don 

Hit 

Paddle 

Show 

Unhook 

Borrow 

Drag 

Hoist 

Pass 

Signal 

Unlock 

Break 

Drittfe 

Hold 

Pay 

Sing 

Unmoor 

Breath. 

Drop 

Hook 

Pick 

Sit 

Untie 

Breathe 

Eat 

Hug 

Place 

Slide 

Use 

Bribe 

Embrace 

Hurt 

Play 

Smash 

VVait 

Bui (<f 

Empty 

Hurtle 

Pour 

Sneeze 

Wake. 

Burn 

Enter 

Ignite 

Prepare 

Sound 

Walk 

Bitv 

Escape 

Insert 

Present 

Soothe 

Want 

coir 

Examine, Ex 

Inspect 

Pry 

Speak 

Wave 

Calm 

Exit 

Inventory, Inv, I 

Pud 

Spread 

Wear 

Cany 

Explore 

J uvoke 

Purdtase 

Sprinkle 

Wet 

Gtttfi 

Extinguish 

join 

Push 

Stab 

Wish 

Chase 

Fandom 

Jump 

Rtt 

Stand 

Ted 

Choose 

Fasten 

jKadus 

Raise 

Start 


Chop 

Fear 

Kilt 

Read 

Steal 


Claw 

Feed 

Kiss 

Reassure 

Stir 


Climb 

Figfit 

Knock. 

Refuse 

Strike 


Close 

Fill 

I,and 

Release 

Suit 



risk 

Lash 

Remove 

Swim 



lit 

Lasso 

Repair 




NOUNS 

Alchemist 

Afcmbic 

, V l \ ‘ r c 

Amber 

Arm 

Armor 

Armorer 

Arrows 

Art 

Artist 

Artwork 

Ashes 

As5assm(s)('sJ 

Axe 

Back 

Bar(s) 

Bartender 

Beach 

Bear 

Beggar 

Befffs) 

Belongings 

Bench 

Bldckstar 

Board 

Boat 

Book(s) 

Boulder 

Box(es) 

Branch 

Brazier 

Break 

Breaths 

Bribe 

Bricks 

Brush 


Bus fifes) 

t^iamoriid 

Gag 

jmfe 

Mirror (s) 

Cage 

Dinghy 

Garrison 


Moat 

Cape 

Doctor 

Garrote 

Jocana 

Monarch 

Gastfo 

Door 

Gates 

Kandesh 

Money 

Cauldron 

Doorway 

(Jems 

Key 

Monevkrtder 

Cenotaph 

Dragon 

Girf 

Kiln 

Monkey 

Chain 

Dragonbane 

Glass 

Knocker 

Monster 

ChaiTiker 

Dragcmmcnmt 

Graffiti 

Ktdn 

Mooncrystnf 

Chest 

Drugo upend, DP 

Groom 

Ladder 

Mosaic 

C/iute 

Drngonsbfood 

Grunting 

Lava 

Music 

City 

Dragons cak 

Guard 

Leaves 

Name 

Clonk(s) 

Dragonsea 

Hammer 

Library 

Noises 

Cotdrake 

Dragonstones 

Hand 

Light 

Oar(s) 

Cortcfi 

Drinks 

l lawk 

Liver 

Ocean 

Cover 

Duke 

I Jawkwind 

Loan 

Ointment 

Cowffs) 

Eficir 

Heflb 

Lock 

Opening 

Crack 

Encycfcpedia 

Hefp 

Logs 

Paddie 

Craft 

Ephrfom 

Her 

Magnifier 

Painting 

Crypt 

Fingers 

Him 

Man (Men) 

Paface 

Crystal 

Fire 

Hole 

Map 


Cupola 

Fi rep face 

Hook 

Mast 


Cure 

Flame 

Horn 

Maze 


Cask loti 

Floor 

1 lorse 

Meal 


D W 

Flute 

JnstruutentjsJ 

Menu 


Danger 

Food 

Inventory 

Mine ; 


Dazikar 

Forest 

Island 

/ 


Deafer 

Fork, liming 

Isla 

i 


Depths 

furnace 

Ivorp 






lA/orcdist^ 


Passage 

Sentry (ies) 

limmi 

me 

Sergeant 

Tasrau 

mtenx 

Shaft 

Thalos 

Payment 

M 

Tftief 

People 

Ship 

Thieves 

Pfiilasopherf's) 

Shore 

Things 

T 7 hysicmn 

SkcfetiM 

Throne 

Picture 

Stiff 

Time 

Piete(s) 

Sfyfight 

Titanium 

Pit 

Smoke 

liiotft 

Place 

Song 

Topaz 

Pfajtfe 

Soothsayer 

'Ifcrch 

Pkq ue 

Sound 

Ihrmafiou 

Platform 

Soup 

Tup 

PS od(s) 

Sprites 

Tfapribor 

Plai^Dii 

Splint 

Tee 

Pony 

Stable 

ThmJt 

Possessions 

Staircase 

tune 

Pot 

Stairs 

Timing loth 

Potion 

Stairway 

Ttiret 

Pouch 

Stairwell 

Underbrush 

Prince 

Starswond 

Varies 

Quartz 

Statue 

Vault 

Raft 

Steed 

Vials 

Rayan 

Stone(s) 

Vines 

Ring 

Stool 

Visor 

Rock 

Stuff 

Volcano 

Room 

Stump 

Volume 

Rope(s) 

Supplies 

Wagon 

Rowboat 

Swum 

Waiter 

Scuffle, 

Sword 

Watt 

Saii(s) 

Table 

Warrior 

Salad 

Iriblet 

Water 

Salve 

Tailor 

VVhterfail 

Scale 

Talma (s) 

Wealdsmau 

Seti 

Tangkwecd 

Weeds 

Seal 

laniitm 

Wheel 


Wirufovv 

Silken 

Windnders 

Skeleton 

Wmdship 

Sleeping 

Wine 

Sloping 

Wineskin 

Small 

Wolff's) 

Smashed 

Woman (Women) 

S&D (abbreviation 

Wood 

for Song & Dance) 

Xylophone 

Steep 


Then 


Thin 

misc. 

together 

Again 

Untitled 

All 

While 

Afang 

Yes 

And 


Back 


Big 

DIRECTIONS 

Bfadt 

Down, d 

But 

East, E 

Dead 

in (side) 

Embossed 

North, N 

Empty 

NortJieasL NX 

Flat 

Northwest, N W 

For 

Out 

Go Ui(eu) 

South, S 

Inside 

Southeast, 5E 

Large 

Southwest, SW 

Little 

Through 

Locked 

Up, u 

Long 

West, W 

Magnifying 


Marik 


No 


qf 


Seated 
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fslet 

PAinr 



Wtrufsfup 

UCP3 



Swamp 

PGB 



Thief 

JKMURFT 



Kufrt 

YRPJGD 



Atrium 

DA4T4CBE 



City 

YRRYD 



Hark Ce(t 

4ACT 



Alchemist 

PCBl MRRBJPfOTAN UGPBAJ3 


Tailor 

2JR4NO 



Tamn 

XGF4CB3 



Physician 

LAP LDFOCJCAB 



Armory 

XNRRE C4RPE 



Cenotaph 

UJRPT 



Draivbruiijc 

ANNJR4NO 



Meeting Hail 

TRRTD 



LeadCfcflt 

LDCNRORLD3PO 

OYRB3 


Strong Room 

CKRPF 

Ray an Clearing 

4AT3P 

Hedge Maze 

AKRCE 

Waterfall 

H343NO 

Mosaic 

JC3AP 

Watts 

JNCMX 

Treasury 

CKRPF 

Lava 

PCBl 

Bottom of La£c 

P33EO 

Wheel 

YGPB 

island 

UNGT3 

Cupola 

CKRPf 

Aftar 

OTAPp4Rl>E 



Dragon 

OAF "EAPTB300 U3APOYD3. UNAM3" 

Library 

JCP3AT ERRP YDPR4 3BJFJNRL3ECA 
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AN I HDTU j GCVPMLS RJC06KF 8 9 BT5 EWQZ " 2 



Prociuced and Developed by Byron Preiss Video Productions, Inc, 

Technical Design, and Direction: Leejaefcnow 

Written fry: Byron PrdsS and Michael Reaves 

Additional Text Material; J. Brynnei Stephens 

Senior Systems Programmer: Michael P. Meyer 

ithistrarioiis: John Piemrd 

Additional i [£ns tratians : VVa iter Mart is hilts 

Arc ode Game Designs: Robert Strong,, Architect, and Byron Preiss 

Opening Sequence Design: Afce Jay, John Pierard, ru idj ejjrcy Schneider 

Tecfij&aC Consultant: Seth McEwy 

Based on the booh, $)mgonmr(d, by Byron Preiss and Michael Reaves, 
idustrated by Joseph Zucker, © 1979 Byron Preiss Visual Publications, Inc. 

A Bantam Booh* Drayomwrld is a trademark 0 / Byron Preiss Visuaf Publi¬ 
cations, Inc. 

Packaging An: Kenneth Smith and John Piemrd. 

Map: Aicy Jay and Tam OreechowskL 
Notebook Design: C)mthia R. Randall 

Warranty 

Ij this product should/aif to woritjor any reason whatsoever during tfie/irst 30 days 
Joflmving purchase, return it to the deaferJrom whom it was purchasedjar a free 
replacement, if it shouldJaif to work after the Jim 30 day$, mail it (oTFPARFIM at the 
oddness below* If it has been physically damaged, von wiff be chargedjive dollars/or a 
replacement . 

TCLARiUM CORP, 

One Kendd’IiS quart' 

Cambridge, MA 02139 
(617) 494-1224 

Iftis software product is copyrighted and aft rights are reserved by TELAR1UM CORP- 
Tfte distribution and safe of this product are intended for the tise of the original purchaser 
only and/or use only on the computer system specified Lawful users of this program 
arc hereby licensed only to read the program from its medium into memory of a 
computer for the purpose of executing this program. Copying, duplicating, s effing or 
otherwise distributing this product is hereby express ly forbidden- 

Dragonworld computer pragram is a trndemaik of ’TLLAIUUM CORE 

© 1984 TELARriliYl CORR, One KetidaffSg., Cambridge, MA 02133 
(617) 494-1224 


f Draipnwor(d f the best selling fontasy novel, is available by ntaif or at your 
beat bookstore 


To order by mad, send $3.95 pfus $ 1 .25 for postage and JWrdTing 


BANTAM BOOKS 
414 F. Caff Rd. 

Ucs Plaines, \L 60016 


Name _ 
Add-ess 
City_ 


Zip 


Department DVVJ23426-9 State 








IN DCJW 


DRAGONWORLD™ 

Loading on COMMODORE 64'" 

Note: This game uses one disk drive. 

1. Arrange vour computer with one disk drive and a monitor or 
television. Do not connect a printer 

2. Tbrn on the disk drive and the computer. Make certain that the 
SHIFT LOCK key is up. 

3. Insert game Disk A into the disk drive and enter: 

LOAD “DISK", 8 

4. When the computer responds with READY, enter: 

RUN 

5. The program will load. Alter the title screen appears, 
a demonstration will load automatically. Type G if you 
wish to move immediately to the start of the game. 

Loading on the COMMODORE 128 ™ 

1. Thro on the disk drive and the monitor or television. 

2- Depress the COMMODORE KEY (lower left) on the key¬ 
board and turn on the computer. 

3. The screen will display the words “*****COMMODORE 64*****” 

4. Insert the game disk into the drive and follow the in¬ 
structions above beginning With the LOAD command. 


Additional Instructions 

Selecting The Means of Undertaking The Quest 
Enter JOYSTICK if you wish to use one during your quest. You may 
enter KEYBOARD or JOYSTICK at any point to change from one 
means to another. 


(over) 


Commodore 64 and 128 are trademarks of Commodore Electronics Ltd. 

LC6-DGW 1.0 



The Command "ACTION” 

This command should he used to practice any of the three action 
games that will he encountered during DRAGOMWORLD (see below). 
The consequences of your practice will not affect the quest. 

Use the following keys for keyboard controls: 

—1 = up [ control ) — right 

fl| = down [2] “left 

Press the space bar to ft re shots when using keyboard controls and 
the target button when using the joystick. 

Enter ACTION/or these action games; 

Bogs and Bats—Shoot all the bats and col drakes, whether large or 
small ones, that attack in the swamp. Beware that the coldrakes will 
shoot fireballs at the quester, while the bats will simply swoop from 
above and bit. But don't shoot the single coldrake at the end: it will 
carry one to safety 

Maze of Madness—Successfully traverse the labyrinth of pitfalls and 
corridors. Avoid falling over cliffs, or the maze game must be started 
again. The ladders slant in one of two different directions; either group 
of ladders might disappear at any moment, causing the quester to fall 
and lose the way. 

Dragon stones—A popular diversion in Simbala, it is played to win 
money: talmas may be collected by choosing stones of the right color. 
To gamble, first pay fifteen talmas, or obtain credit for that amount 
from the proprietor. At each level of play (there arc four), there will 
he two colors of stones, one the winning color and the other the losing 
color. If you choose the winning color, and successfully catch just those 
stones, you will win talmas. If you successfully catch only the stones 
of the losing color, a consolation will be offered—if you can catch the 
stone of the small dragon flying across the screen, you will be able to 
take home several more talmas than you began with. 

Press the spacebar or the joystick button in the maze of madness 
or dragonstones to stop the action game and return you to your place 
in the quest. 

Please Note: You will automatically be returned to the quest after 
playing any of these games. 





